LEADERSHIP IS DISTRIBUTED. That is, leadership is not solely the purview of the CEO, but can and should permeate all levels of the firm. LEADERSHIP IS PERSONAL AND DEVELOPMENTAL. There is no single way to lead. The best way to create change is to work with the particular capabili-ties that you have, while constantly working to improve and expand those capabilities. LEADERSHIP IS A PROCESS TO CREATE CHANGE. Leadership is about making things happen, contingent on a context. Leaders may create change by playing a central role in the actual change process, or by creating an environment in which others are empowered to act. LEADERSHIP DEVELOPS OVER TIME. It is through practice, reflection, fol-lowing role models, feedback, and theory that we learn leadership.
[2] Kent Beck. Embracing change with extreme programming. Computer, 32(10):70-77, 1999 .
Nice overview of the XP method, explaining the components of the XP process and showing examples and implementation variants.
[3] Andrew Begel and Nachiappan Nagappan. Pair programming: what's in it for me? In Proceedings of the Second ACM-IEEE international symposium on Empirical software engineering and measurement, ESEM '08, pages 120-128, New York, NY, USA, 2008. ACM.
Research at Microsoft about the effects in software quality and productivity of pair programming. They conducted a survey among Microsoft developers, testers and managers. They also come with a set of requirements about the pairs (based on survey results), there needed skills an also very important the personal relation between the pairs. On is interesting they both should have the idea that "He should complement my skills, He is better or as good as me" The software quality result are impressive (based on questionnaire), although this knowledge is not reflected in the end result. Their conclusion states that their result differ from acedemic result if it comes to the eagerness of working in pairs (ego question?)
[4] Ambre BRIZON and Jean-Luc WYBO. Vigilance: a process contributing to the resilience of organizations. Proceedings of the second resilience engineering symposium, 10 2006.
Vigilance is not a stand-alone activity it should be part of the culture whitin a organization . Learning from experience (LEX) provides a better knowledge about threats and about the behavior of people and organizations. From the analysis of emergency management activities, four main processes can be identified that participate in the resilience of an organization facing a hazardous situation:
• Prevention. The organization knows the threat in advance (from analysis or experience) and sets up preventive and protective barriers.
When the system is attacked, it reacts to stop or reduce the threat.
• Learning.
The system uses its experience to adapt itself and develops its evolution capacities.
• Vigilance.
The system develops capacities of observation, detection and interpretation of weak signals and alerts. By doing so, it develops its anticipation capacities. Bottem line Vigilance is one of the key processes that participate to the resilience. Vigilance is achieved by individuals but it needs to be organized. Three barriers have been identified as the main obstacles that weaken the vigilance process by limiting collection and sharing of information. They propose three simple rules to promote a vigilant behavior and to be able to organize vigilance in an industrial system: Rule 1: inform people about potential risks; danger is not obvious for every one. This information can be given by training, LEX or exercises. Rule 2: search information from all the system As members, they are observers of precursor signals. Rule 3: process causes before consequences. Even if it needs more time, energy, and money, solutions will be stronger. Because it is difficult to forecast the system behavior and evolution in the future.
[5] Adler Paul S; Borys Bryan. The intent behind agile methods like scrum an XP is to let the team within the sprint be pretty much completely free to implement whatever process they like to deliver the sprint goal. The practice of scrum is focused on delivering the highest value to customers in iterations that allow teams to learn from each iteration and improve for the next iteration to deliver more value to the customers.
[ In the internal quality there is not an effect signaled that TDD yields better results. There is a shift in complexity visible moving from class level to package level. Overall the internal quality is more influenced by the developers skill, motivation and experience.
In case of the external quality there is some evidence that suggests that TDD improves it. Although the outcomes of the controlled experiments were inconclusive. For the productivity this is extremely hard to measure correctly there are to many variables influencing the outcome, and the trail suggest that there is no consistent effect which suggests productivity improvement. The paper it leaves me more questions than answers, questions about, the learning and application of TDD, the experience of the developer, the measuring of code quality and last but not least the measurement of productivity. Is it better? there is no undisputable conclusion yet. The TDD technique is an addictive technique which is hard to acquire in the beginning and as being addictive hard to leave.
[ This paper challenges the assumption that agile methods are inappropriate for safety critical software development. Agile methods are flexible enough to encourage the right amount of ceremony; therefore if safety critical systems require greater emphasis on activities, such as formal specification and requirements management, then an agile process will include these as necessary activities. Scrum plans by managing the product backlog, which may include activities related to risk reduction, HA, FTA, FMEA, and possibly formal specification. Add expertise on safety to the product owner, and add a safety assessment (mayby based on ATAM) to the product delivery.
[10] Lynne Gaines. Implementing scrum as the development method at Verisign description of the process and description of the used method. There bottom line is define your rule of implementation and obaide these rules strictly (reason for success) They had full management support for the implementation.
[15] Barbara Kitchenham. Systematic Reviews are not new they are used in other disciplines like medicine and sociology and try to solve problems with conventional reviews that lack a formal methodology because: Experts can be wrong, Researchers choice of "related studies" can be biased, Informal reviews can miss important studies. The major advantage of an SR is that it is based on a welldefined methodology. The most important processes associated with undertaking SRs are: Formulating the research question, Finding the relevant research, Evaluating the quality of individual studies and Extracting and aggregating data.
[16] Nancy G. Paper about Organization design, in this paper he presents control structures for organizations based on their internal structure. He also has argumentation why takeovers are a risky business in the bought organizational structure does not match.
[20] David L. Parnas. Risks of undisciplined development. Commun. ACM, 53(10):25-27, October 2010.
Teach a disciplined way to develop software, will require three step
• Determine and describe the set of possible inputs to the software.
• Partition the input set in such a way that the inputs within each partition are all handled according to a simple rule. item State that rule. Each of these steps requires careful review: 1. Those who know the application must confirm that no other inputs can ever occur. 2. Use basic logic to confirm that every input is in one-and only one-of the partitions. 3. Those who know the application, for example, those who will use the program, must confirm the stated rule is correct for every element of the partition A Catch 22
• Until customers demand evidence that the designers were qualified and disciplined, they will continue to get sloppy software • As long as there is no better soft-ware, we will buy sloppy software.
• As long as we buy sloppy software, developers will continue to use undisciplined development methods.
• As long as we fail to demand that developers use disciplined methods, we run the risk-nay, certainty-that we will continue to encounter software full of bugs. We need to change our way of building software to satisfy the needed quality. In his research Dewayne Perry conducted a survey, the survey questionnaire had two main components: the determination of the category of the fault reported in what he called the modification request database (MR) and faults detected in the testing phase. Based on the data returned from the survey Perry found that in the earlier part of the development or evolution process (requirements, design, and coding) a significant amount of flaws, accounted for approximately 33.7% of all the faults recorded. In the testing phase the survey showed a number of faults which summed up to 24% where the faults in the test environment accounted for almost 20%. The remaining modification requests where no flaws in the code or were issues about code duplicates.
Of the design and coding faults, 78% took five days or less to fix; 22% took six or more days to fix. Perry identified several fault categories of which the top 5 accounted for 60% flaws. (internal functionality, interface complexity, unexpected dependencies, low-level logic, and design/ code complexity)
[22] Leslee Probasco. The ten essentials of rup -the essence of an effective development process. Rational Software White Paper, pages 1-8, September 2002.
10 RUP's key objectives, why each is important, and how they work together to help a development team produce a quality product that meets your stakeholders needs. Beware is is a personal list, someone else would make a slightly different one e.g. requirements are not explicitly on the list. Personal note :This paper gives me a little bit the idea that the content is short-circuited and therefore a little messy, there are better RUP distilled and prioritized topics on the web.
[23] Linda Rising and Norman S. Janoff. The scrum software development process for small teams. IEEE Software, 17(4):26-32, 2000.
Article which describes all roles and activities in development teams under 10 developers. Scrum is appropriate for projects where we cant define requirements up front and chaotic conditions are anticipated throughout the product development life cycle. It a nice small intro.
[24] Robert Simons. Control in an age of empowerment. Harvard Business Review, March 1995.
This paper describes four control levers that managers can use in attempting to balance creativity and control in their organization. I learned about:
• Diagnostic Control Systems The most traditional and mostly used mostly known as managing with a dashboard with key performance indicators (KPI). But beware there are built-in dangers when empowered employees are held accountable for performance goals, especially for difficult ones, and then left to their own devices to achieve them think Nick Leeson. Departments/People should reach targets.
• Beliefs Systems
Core values and culture, mostly geared by mission statements, like: The hardest one to achieve, which really means analyze your business on a regular basis on all levels of empowerment. Conclusion of this paper: To control your organization the best possible way you need to implement all four systems they interact and reinforce with each other quote:
[25] Walter Tichy. Making Software: The evidence for Design Patterns.
O 'Reilly, 1005 Gravenstein Highway North, Sebastopol, CA 95472, 2011 .
Design pattern at first glance they look a solution for building quality software. But beware there is a dark side when using patterns, and some claimed advantages by using patterns are still not really proven (Communication between developers). The bottom line patterns use the if the flexibility of using them raises the quality and maintainability of your software, if not use the simples solution the implement the functionality.
[ Beware of lack of domain knowledge and usability expertise in the developmen team. The conclusion is that Scrum does not guarantee a good interaction design or adequate knowledge creation. The feedback and learning cycle of Scrum does not always provide the team with enough knowledge to create a usable software product. The product owner is the customer representative for the team, but it depends on the experience of the product owner and the methods he uses for learning to be effective. In the researched organization the product owner and the team did not have enough experience with usability, which resulted in a product deemed unusable by 70% of the users. Some type of expertises do not lend themselves for the scrum method.
at the computer or writes down a design. The other partner, called the navigator, has many jobs at the same time but he mainly observes the driver and like a coach supports him in his work. The navigator is constantly looking for tactical and strategic defects in the drivers work and correcting them on the fly. Some of the defects might be syntax errors, typos, and calling the wrong method or not instantiating an object and so on. A good pair is on a equal level so that they can switch roles as they like, this is necessary because working this way requires constant focus and is therefore extremely exhausting. For pair programming to be affective there is a maximum amount of time, a day, that a pair can work in a team of two.
[31] Marvin V. Zelkowitz. What have we learned about software engineering? Commun. ACM, 55(2):38-39, February 2012.
Any competent designer should be able to build software that detects a failure and either corrects it or responds in a safe manner. Testing, debugging, verification, and coding programs are important tools in any software engineering toolbox. Emphasizing good engineering principles in the curriculum of a computer science or related program. Debugging techniques that are "old" they have not changed much since the 70's (SIC). A software engineer should be capable to handle multiple points of failure as a hardware designer, this do should be thought to them.
